
Monty Once 



NOVEL ADVENTURES 
THE SECOND THRUST 
HALLO TO CHOLO 
ST AND AMIGA EXPOSED 



BUBBLE BUS 
SSI STRATEGY 







(□••cj-'Q""! "SUCCESS "6 
5-Q-3"2—FRlLURE" 
-THE ClFFEREnCE IS" 
-TtminG" ^ 1 

- C & 



~~^^SSSsS : Sf^~ 

ttSsSSS 








REGULARS 

Previews 4 

Gamer's crystal ball 

mEDitations 5 

The Editor has his say 

News 6 

All the news that's fit to print 

Cheap Thrills 18 

Cheap but extremely cheerful games 

Fresh Out 23 

Full price games with a rosy glow 

Scoreline 28 

How to make sense of our ratings 



Sweet FA from Virgin 

Duffers 33 

Miserable morsels to avoid 

Top Notch 35 

STmating the latest games 

Get Out of That A 

Kirk Rutter shows how to play the garr 

You tell us how you played the game 

PBM 5 

Mike Mcgarry gives mail games his stam 
of approval 

Next Month 82 

A look at some of June's offerings 

Listings 57,76 

Type-in games for C64 and BBC Users 



i 

COMPETITIONS 

State of the Art 56 

Fancastic Bubble Bus competition 
for artists 

Battle of Wits 8C 

Gunship 72 Win an armoury of software with SSI 

£ames Gold winner up for grabs 

Gamer Rules OK 82 

APS Special Offer 74 Entering a competition? Read this first 

y hree great games for the price of one ^ 




C'/eoR r r AT u&j! 



I WO 





Training? Forget it. When it comes to 
educational investment the companies 
just won’t play the game 



1 



ml Dilations 



on? Ir 



■r plan a trip to the 



, probably not. 

Why is it then that the computer 
industry expects the same kind of 
people to produce state of the art 
software? Especially as training 
rarely progresses beyond hints, tips 
and minor modifications. If you 
want to be a programmer you're on 

orientated programming courses 
included a games programming 
option, especially with the job 



The established game writers 
today are the brightest of the 
bunch, the innovators who have 
made games increasingly 



compete in an increasingly complex 
games programming world. 

The days when a program coder 
was also game designer, graphic 
designer and musician all rolled intc 
one are over. With Commodore 
programming, a growing 



separate designers for graphics, 
gameplay and coding. 

It seems strange in a business 
where ideas are few and far 

gameplay only gets a tenth of the 
royalties that che coder receives. 
The number of people who can 
constantly devise original and 
addictive games are very rare, while 
coders could be ten a penny — with 
suitable training. 

So it really is about time for the 
industry bods to get together to see 
if they can corporately stimulate the 

urgently needs. ^ 

SPECTRUM LEADS 

It's strange but since Gallup began 

consideration the Spectrum has 
done very well. The market used to 
be equally split between the 
Commodore 64 and the Spectrum 
but now the Spectrum is way out in 

nowadays Spectrum owners account 
for around 45 per cent of the 



wing by Amstrad. V 



s? Don't 



you like games? According to Alan 
Sugar's figures, your numbers 
should give you a similar share of 
the market to Commodore, but this 
hasn't happened. Are Amstraders 
only into serious applications or 
easily pleased with few games? 



LIES, DAMNED LIES 
AND RELEASE DATES 



December 25 this year and I want 
to see all of your computer 
software on my desk in plenty of 
time for the seasonal break. Hey, 
you at the back of the class, 
Telecom Beyond minor, are you 
paying attention? I'm still waiting 
for your Startrek project. Yes, I 
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h, but it’s i 



15 per . 



and Amstrad 
and CI6 owners 
id Electron, MSX 



that Spectrum owners prefer budget 
games? It would appear so. In the 
popularity stakes Mastertronic has 
replaced US Gold in the top slot as 



plac 



on mine, is it? Stop sniggeri 
young CRL. It's not funny. I know 
your sisters at St Bride's are doing 
well but your Cyborg project was 
rather late, wasn't it? 

Let's not have a repetition of last 
year, shall we, when most of you 
came skidding in at the last minute 
with feeble excuses and half-finished, 
dog-eared copies. When we start the 
new term in September we'll 
assemble in the PCW Hall and I 

anyone who fails to submit their 



i either of their ti 



competitors, the company's achievi 
ment is to be admired, but, 
undoubtedly, the budget labels are 
supported more heavily by 
Spectrum owners than by any othe 






holiday 
penalised. And 



ring the duffer’s cap, You 
intally, about your Easter 
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■ Title: 


Thrust II 


H Computer: 


Firebird 


■ Supplier: 


Spectrum 


| Price: 


£1.99 









Is there life after Thrust? Yes] 
there's Thrust II 



SCORELINE 

Impact 85% 

Originality 75% 

Gameplay 90% 

X-Factor 95% 

OVERALL 87% 
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press fire when they come in range 
and pressing first gives you the best 
grip and the advantage. Pressing fire 
puts you into attack mode then you 

joystick moves. These have very 
little in common with the multiple 
joystick movements of earlier 
martial arts games. 

Take the tomoe nage for 
example. This is a throw where you 
roll onto your back, pulling your 
opponent on top of you and then, 
putting your foot in his stomach, 
you throw him past you. To do this, 
you are facing left towards your 
opponent you simply move the 
joystick right, then, in a circling 
clockwise movement, through 90 
degrees. This is the sort of 
movement chat you would naturally 
do if you were performing the 
throw. All the other throws are 
equally well thought out and the 
instructions says that more throws 
are possible than the four described. 

The game is very well thought 
out and the animation is good, using 
the Amstrad's 1 6 colour mode. The 
instructions are clear and it is fairly 
easy to get to a reasonable standard 
quickly which makes the game that 



The martial arts game is here again 
unfortunately. This time however it 
has been done with a modicum of 
taste and originality. 

A year or two back there was a 
martial arts boom. It started in the 
arcades with games like Exploding 
Fist and Way of the Tiger. Copies 
then flooded into our homes 
featuring all kinds of shaky plots, all 
revolving around animated 
characters who smashed hell out of 
each other. 

It is interesting to note that 



fu and plain smash-hell-out-of-each- 
other games there were no judo 
games, despite the fact that this is 
the most popular martial arts sport 
In Britain. 

Perhaps the lack of blood, 
weaponry and generally offensive 
violent behaviour made it 
unattractive to the marketing bods. 
It is a shame that this particular 
game has come out now because, 
given what has gone before, it will 
probably be tarred with the same 
violent brush, when it is, in fact, a 
skilful sports simulation. 

Judo is about exploiting your 
opponent's errors and using his 
weight to throw him. Points are 
scored by a judge on the quality of 
throws. The idea is to get your 
opponent flat on his back and keep 
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j Originality 
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i X-Factor 

OVERALL 



'■"Title: Uchi Mata '.V 

V Computer: Martech V 

•‘■Supplier: Amstrad CPC !■"• 

Price: £9.95 (cass); £1 3.95 (disk) X 
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* "own very own battlefield builder 1 * 
program. It can create one or two player 1 * 
games that feature anything from the Romans '■ 
to Rommel *p 

The Wargame Construction Set comes ’a 
on two disks with a manual which contains ■ 
eight ready to play sample scenarios and a I 
fully worked example to show you how to ■ 



. The sample ! 



also allow you to play a game without even 
loading up the game editor. These sample 
games — and, of course, the ones you build 
yourself, follow the standard wargame 
format in which you and the enemy take it *•*■ 
in turn to move and fire. The action takes ( B a B 
place on a map. The relative gains and losses p*** 
are converted into victory points at the end p*** 
of each turn so you have an at-a-glance guide p B a * 

Whether your pel battle is a historical *•*• 
simulation, a fantasy or science fiction **** 
struggle you won't have any difficulty using i B p B 
the game editor to cither change one of the p*g" 
existing scenarios or to build one from 
scratch. If you are starting from scratch then ■ ■ 
don’t rush straight to the keyboard, you've 
got a bit of paperwork to do first. You need l ■ 
first to decide the strengths of the opposing i^g* 
forces and the format of the game. ■*•* 

You do this by assigning values to the eight * a B a 
factors that define a unit — you can build up * a B a 
an army of 31 units. These factors include ■*** 
firepower, defense, movement, assault, hand ■*•* 
to hand combat, strength, the number of hits B a B * 
a unit can take, range of weapons, fire and **** 
unit type. You can also impose restrictions. ■*•* 



Title: 



Wargame Construction 
Set 

Atari 800 
US Gold (SSI) 

£19.99 



Computer: 

Supplier: 

Price: 



s 

• i Naturally, being a construction set, the 1 * 
B , program has its limitations but I think most '* 
ipeople will find that two 31 unit armies 1 * 1 
B ifighting over a scrolling 60 by 60 square map *§ 
B ienough. Now then, you've got no excuse not 'J 
Vo try a wargame because, if you can’t findjv 
B ione you like, you can build your own! i***| 



Drawing the map is crucial to the ***** 
development of the game as terrain can have ***** 
a dramatic effect on a battle. Map drawing ■"■"* 
is also joystick controlled. There are various *"*"■ 
construction blocks at the bottom of the ***** 
screen which when selected can be painted 
onto the scrolling map by a simple press of ■*■"■ 
the fire button. The program includes 10 ■*■"■ 
different bends and straights for roads, 10 
river sections, top, left, right, bottom and 
middle sections of woods as well as buildings, ***** 
mines, bridges, hill tops, slopes and individual ***** 
trees. Different terrains can be any colour ***** 
so your trees, for instance, could be Martian ***** 
red. The results of your labour can be saved •*•*■ 
onto disk for playing or improving on later. ***** 



Next you decide the scale of your battle. *g"a"i 
This determines whether each unit**"** 
represents a single man. a platoon or an %"* r 
army! For example, if you define a unit as ***■ 
having high firepower, defence and range but , 
no movement this could be. say, a gun *■"■"* 
emplacement or, perhaps, a wizard protected 
by a tower. A similar unit with movement ****** 
could be a tank, rock-throwing giant or laser- ***** 
firing starcruiser. The choice is yours. *■**, 
Now you enter all this information into *■*• 
the computer with the help of simple joystick *•** 
controlled menus that also allow you to alter *■*• 
colours to load and save scenarios from disk..*** 
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New Breakout games proliferate laser or open a secret passage the C64 version as a bug means 
thick and fast, last month, we onto the next level. Finally, there that as soon as player two scores 
reviewed Krakout from Gremlin arc extra lives to be gained as well 20.000 points he gets an extra life 
and, just ,n time to miss the final as those awarded for every 20.000 every time he hits a brick! 
deadline, Arkanojd from Imagine, scored. Each of these bonuses lasts The big question is should you 
the officially licensed coin-op until you catch the next capsule, buy Arkanoid or Krakout! My 
conversion arrived. It is a great temptation to go for preference. I am afraid. Is for the 

Arkanoid is an okay sort of these capsules regardless, especi- latter. Sixty seven more screens 
game. It concerns the spacecraft ally the extra lives and level warps plus expansion sot to come and a 
Vaus, the only part of the But doing this, if you arc anything greater range of game control 
mothership Arkanoid to survive like me, usually results in you losing options give It a decided edge and 
when the latter was destroyed, both. I found it more playable too 

Vaus is now trapped in the voH by The coloured bricks require 
the Dimension Changer and must only a single hit to destroy them 
battle its way through some 32 but the grey ones may be either 
different levels before facing up to completely indestructable or need 
a final confrontation. Sounds several hits before they vanish. This HI 
impressive doesn’t it! But it's only causes problems in later levels HI 
when I mention that the Vaus when there is a whole wall of them 
moves left and right along a base- and they each require five hits. HI 



of aliens floating aboi 

only a problem when they i 
your bat. The angle that 
travels depends on when 
on the bat you hit It but ' 
has an annoying habit in th 
trum version of the ga 
seeming to pass through 
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the corners, but this might not be too rr 
ricks with a if you happen to be player 



The official arcade conversion of 
the son of Breakout is bound to 
create a stir. Gordon Hamlett 
indulges in a mortar attack 



opsni! 
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1 Title: 


Arkanoid 


Computer: 


C64 and Spectrum 


■ Supplier: 


Imagine 


S® Price: 


£8.95 (£7.95 Spectrum) 
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.Ogc Title: SOS go 

^OqC Computer: C64 qO 

^OQ^Supplier: Mastertronico® 

£199 0 £ 
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)rOrOjComputer: BBC/ElectronO° 
I V)Or)0/Supplier: Bug-Byte 0/ 

,r '"- £2 99 0 

',;uau«u^u«u-C 

££ 5 SH 5 = 5 ?«=£ 
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^Title: Bar Billiards 

■ rJjComputer: BBC/Electron; 
/ .^Supplier: Blue Ribbon 

si 




illiards 

Electron It is fairly standard stuff. but the very ofte?" 1 * ^ 

Gibbon yyV and clean. One or two player 
^VV display are^„ice^ouche°too. ,een 




what it is, the game perfc 

Difficult, eh! standard bar billiards g; 
jt do anything another matter. Much as 1 1 



/'OVERALL 









no worse than many others there 
are multiple screens, 50 objects to 
collect, etc, etc. It's quite nicely 
programmed, neat and playable 
too, but it reminds me of so many 
other platform games. What 
about a bit of originality pro- 
grammers. Please? 

>»Vf 
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Computer: Spectrum 
Supplier: Mastertronic 

Price: £1.99 
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R obin Hood and his merry 
have faced danger before but 
never anything as evil or 
powerful as the Cult of Sagalia. 

As Robin fights a valiant battle 
you, Friar Tuck, attempt to find a 
solution to the game by solving a 
series of riddles found on the slain The screens look like 
body of the Bishop of Derby. Solve something out of an eary Ultimate 

the riddle and you may be able to game br- ' — dg| 

solve the game. game is 

' The riddle is printed in the inlay monste 

-d and concerns parchments, skeletons which crumble if they're 
werewolves' fangs and a silver killed^?) 
cross. You must use these to help r 
you complete a number of quests . plvC'/. / |VTr 

- rid the forest of this evil, -iLUKtLINt 

The forest is represented by a ^ Impact 

ties of screens populated by •‘originality 

sword-waving skeletons, rock- Gameplay 

throwing giants, flying bats and an » X-Factor 
intimidating collection of dragons. ^ Qy E R A LL 



[•‘•V Title: Condition Red>*i 

Computer: BBC/Electron X 
Supplier: Blue Ribbon 

Price: £2.95 
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|| Title: Legions of Death flip 

#r- SDectriim W 



|| Computer: Spectrum 
||j Supplier: Lothlorien 

§ Price: £8.95 




■ defeat neighbouring Carthage 
was to build up its navy. The battle 
for naval supremacy then began 
and this is the subject of this icon 
! driven wargame. 

You play Carthage, either 
against the computer or a human 
Roman opponent. 

Each player begins the game 
with a pile of gold, money which 
can be used to build up a fleet of 
; ships from four basic designs. You 
then add marines, Sails and a slave 
or expert crew and maybe 
tower for your archers. 

Once you have your fleet you 
must settle upon the conditions of I 
the game by deciding how much I 
gold each layer must collect, how * 
many ships they must sink and 
ports they must take to win the 
game. You can make the game 
anything from a brief skirmish to 
a long campaign. 

Using an incredible number of | 
icons you plot the. 
speed of each ship in turn and then I 
activate them with the GC 1 
command. Sailing into a poi 
(Roman or neutral) wins you 
share of some plunder, you ca 
then return to Carthage and us 
the money to add to your fleet. I 

Eventually the two fleets meet f 
in combat. You can inflict damage L 
to enemy ship in three different I 
ways, as you close in your archers I 
can cut down the opposing crew; I 
you can ram the ship and damage I 
the hull and finally, you --- — ® 

with other wargames, tl 
you outnumber and/or I 
outmanoeuvre your opponent the I 
better your chances of su * 



This is an interesting wargame 
based on a fascinating period Of 
history. My only reservation is the 
Icons — there are just too many 



Originality 
Gameplay 

OVERALL 55% 



orman's a cat. A very special Unfortunately, tl 
cat. A eat with mission. His speak in coded speech bubbles (as 
friend, the great wizard in Movie) and you can only 
Hicormis. has told him about the decipher their speech if you find 
Orb of Ufe which can release the the object they're looking for. Do 
land of Greyfell from the grip of 
the evil Mauron. Your job is to help i 
Norman do this object. 

Greyfell has obviously been quest. ,TJ-' 

inspired by games like Knight Lore This game's a must for all 
and Fairlight and consists of 3D arcade adventurers, although, be 
rooms packed full of Mauron's warned, the icons can be difficult 
minions and cat-eating plants. 

Underneath the 3D display there 
arc a series of icons which allow 
Norman to pick up and drop 
objects, select magical weapons 
■Norman's a talented cat) and save 
particular game should Norman 

Most of the creatures Norman 
ut to kill him although 
a few helpful ones. 
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V SCORELINE is a guide to the fcvXvXvXvXv! 
X entertainment value of the games we |Xv!vXvXv*‘*‘ , ‘ 



ORIGINALITY is rare these days pV = - , - 

but even an old idea can be given a £4 gwimfcr LAY ls a measure of the 
new twist. ^ % e f se with which a game can be 

| s pl !>: ed - Stu P i ? ideas and comro| l 



= systems will be penalised. 



£6go°o°o°o°o°o°o?o°o?: 

jX-FACTOR gives the reviewer the 
I chance to express an aversion to 

■ sickly coloured cassettes, permits a 5O 

■ hangover allowance and provides an 3O 
^adjustment for programs that are in 



■ bad taste 
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'GAMER GOLDS will be awarded I 

'to those games whlch ., read L a The 
ci ifficiently high overall score. 

twaSTs weighted towards Impact, 



I BANE OF THE MONTH is not 

always a duffer but it's certainly the 
kind of game which makes you reach • 
for a crucifix to hold it at bay! 



SUPERB 24" \ 16' I IM" ART PRIM OFFER SEE PACK FOR DETAILS. 



Only the honourable mill 
Survive the bloody conflict of 




In an age in which honour was revered, from a lime when grace and beauty were virtues, a class of warriors set 
themselves apart to dedicate their lives to a perfection in combat that in itself was an artform, to a discipline of 
mind that became a religion. The attaining of such excellence required an extraordinary diligence in selfdenial 
and training in order to achieve the ultimate accolade War Lord', Kendo. Karate and finally Samurai are the 
tesls that must be mastered before such honour can be bestowed. 




X Amslrad £9.99 tape. 1 14.99 disk 
\ CBM64/I28 19.99 lapr. £14.99 disk 
K Spcclnim £7.99 tape 
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Not such virgins at marketing, 
Virgin Games has re-released 
FA Cup '86 as FA Cup ’87! 
Gordon Hamlett re-reviews it in best 
Brian Clough style 



SCORELINE 

Originality 



OVERALL 20% | 
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1 Title: 

1 Computer: 
■ Supplier:/* 
| Price: 


FA Cup ’87 
Amstrad 
Virgin Games 1 
»£7.95 
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Drive into a New Dimension 

Grand Prix Construction Set Is a motor-racing game with a difference: 
it allows you to design your own race circuits — using straights, last bends, 
sharp bends, chicanes and hump back bridges Or you can select one 
ot the many pre-defined race tracks, which include most ol the world’s 
famous Grand Prix venues Then race against another player, or against 
the computer — there are 5 skill levels to choose from. 

Features ot the Game 

• Eosy-to-Use, Icon-Driven Clrcuil Designer e 1-Player and 2-Ployer Options 

e Save and load your own track Designs • SpedocularSpllt-Screen Viewol the Race 

• 18 Pre-Delined Grand Prix Raoe Circuits e Dramatic Skids and Crashes 




Grand Prix Construction Set is compatible with the BBC B B+ and Master Series computers. 

r SKS!!?i ACORNSSFT SS? 



rERING SERVICE EOfi ORDERS 





PLEASE SEND CHEQUES MADE PAYABLE IN STERLING 
FOR OVERSEAS ORDERS. 




o 



SOS - 

MASTERTRONIC 



Mine Detector (xl7,yl7) 
Fence Cutter (x34,y3) 
Ticket Machine ( x30.y23 ) 
Watering Can (x34.y32) 



Event position (path cleared or bridge) 



Each event occurs in turn and does not rely 
on which flag or flagpole is used, or which 
plant is watered. 



21 28.43 

Although we don't offer a telephone 
helpline you can send your problems to Kirk 
— or your own solutions for publication, to: 
Get Out Of That Rutter, Computer Gamer. 
I Golden Square, London WIR 3AB. 
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SCORPION IS A MULTI-OPTION 
HIGH SPEED ARCADE ACTION GAME 
FEATURING VECTOR GRAPHICS. 



DECIDE IF THE APPROACHING TARGET 
BELONGS TO THE ENEMY OR IS ONE 
OF YOUR OWN FLEET. 



BUT DO NOT SPEND TOO LONG 
THINKING UNLESS YOU ARE 
PREPARED TO DIE. 



SPECTRUM AMSTRAD £8.95 








LondonWC2H7NB 
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The Atari ST is attracting a lot of f= 
attention. What’s all the fuss really; 
'about? c 
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is a matter of taste but I don't know of any 
experienced players who think it is either 
However, it must . have something going for 
it and I admit I look forward, to my round 
dropping through the door. 

The scenario of the game is chat you 
control a gang in 19905 New fork where law 
and order is breaking down and gangs are 
vying for, dominance over the city. Each 
player starts with one block and receives an 

depends on what type of area it comes from. 
This income allows you to buy essentials like 
guns, bombs, drugs, etc, which you need to 
increase the size of your turf, enlist more 

control of ocher blocks is pretty easy at first 
as they are uncontrolled but as the game 
develops you find you are surrounded by 
other players' gangs who will not be very 
happy if you try to annexe their blocks. Of 
course, they will also be casting greedy eyes 
over your turf too, so it is very important 
to make alliances — either non-aggression 
pacts or full blooded alliances involving 

I know of no other game where alliances are 
broken so frequently, As I write I have just 
received my round and I find that my longest 
standing ally has grabbed no less than’s/x of 
my blocks. 

Players can issue up to ten orders (double 
turn) and you start with 12 options — this 
number increases later on. These include 
ambushing other games, robberies, fire 
bombingand drug pushing. You can also scout 
other blocks and a computer printout about 
a metre long reports back on your actions, 
the stacus of your gang, your notoriety and 
gives news from around the game among 
other things. You can send a turn in every 
ten days and if you fall behind you can catch 
up by submitting make-up turns. 

My advice is to try to increase both your 
wealth and your notoriety steadily. Good 
ways of making money include dope peddling 



— not coo much of this or you will come 
to the attention of the police, firebombing 
apartment blocks — remember to stock up 
wich small bombs, and. of course, robberies. 
If you are keen co increase your notoriety 
try fire bombing churches and schools. You 
also have to keep up your gang's morale — 

tough are a help here. 

To sum up. /r's A Crime is probably not 
the sort of game that your granny would 

bloodthirsty and therefore attractive to most 
PBM players. It is also easy to play but takes 
quite a lot of efforc to mascer. If you only 
have enough money to play one game I would 
not recommend this one but if you would 
like to try a game that is pretty cheap, well 



KINGS OF STEEL 



Somewhat belatedly the Gamer 
demonstration game has started and every 

progress report and publishing a top live... 

Round one to a large extent was a tact)V 
finding exercise though it was quite obvious 
that a good deal of diplomacy had been going 

obvious the Loyalists and the Woodlandersj 
had formed an alliance. This was clear oncel' ' 
the Loyalist player stated that he would he 
friendly towards all Woodland troops and-T 
then was immediately attacked by themJf 1 
you are going to be devious it is not a bad 
idea to get in early. In the event the Loyalists, 

because of their superior forces. 

I am not sure why the Plainsmen are 50 ' 
unpopular. They were attacked from three 
sides, by Hitlmen and Klasshi forces as well 
as by the trolls. Other battles were won by 
the Attu. the Kir and the Warlock, while the 
Woodlanders, underred by their lack of 
success against the Loyalists, managed to give 
the Kir a bloody nose. 
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vqv$, Computer: C64 
^•-‘Supplier: US Gold 



£9.99 






EXECUTIVE EDITION 







Old heroes never die. They merely disinte- 
grate. The film industry never lets go of it's 
heros — thinlt of all those sequels. Take just 
two. for instance. Superman and Rocky. - 
Superman IV and Rocky MDCCClXXXIXj 



industry is the same. If a certain sound sells 1 
well, use it again and again and again!! So what 
about the software industry! 

Computer game sequels are not 1 
unknown. Some are even planned. Think of j 
Lords of Midnight and Doomdark's Revenge I 
— note to Mike Singleton: when are we going 
to see the third one In the trilogy! Other 
games just happen to feature the same 
character. Examples of these include Manic 
Miner, Jet Set Willy and Sabreman. Now 
Gremlin Graphics has decided co jump on to 
this particular bandwagon, not once but 

The two heroes In question are decidedly 



thing boon* 



games sell and whether tht 
platform game. But there ■ 
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The two new releases are 2 
Auf Wiedersehen Monty andj 
Thing Bounces Back. 

Here is a sneak preview. 3 
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Think of yourself as a bit of an 
artist or do you just like doodling! 
Either way this latest Gamer 
competition could be just for you. 

It has the added advantage of being 
very simple, all you have to do is 
draw or paint a spaceship. 

Pictured is the spaceship from 
the sleeve of Bubble Bus Software's 
latest release. The Fifth Quadrant. 
Orion has obviously been 
painstakingly drawn and airbrushed 
by an expert, but don't let it put 
you off. We're not expecting 
professional standards of 



Bubble Bus has at 
software list and prices vary 
tremendously. For instance, your 
prize could include The Fifth 
Quadrant, which comes on the 
Amscrad, Spectrum and C64 and 
varies in price from £7.95 (Spectrum 
cassette) to £12.95 (Amstrad and 
CA4 disks). But there is also the 
Bubble Bus budget Mini Bus range. 
Budget games start from a mere 
£1.99. 

The sweatshirts come in three 
sizes; tiny, normal and enormous 
and two colours, so remember to 
tell us your size and fave colour. 

Once you have completed your 
masterpiece, wrap it up well — 
otherwise it will not survive the 
attentions of the GPO, and attach 
your entry form to it. Send it to: 
Gamer Spaceship Competition, ASP 
Ltd, I Golden Square, London WIR 
3AB, to arrive not later than May 
30th. For conditions of entry see the 
standard rules at the back of the 
magazine. Also, pictures are non* 
returnable and become the property 
of ASP. 




10 CLR : PRINTCHRSC 1471 ; TABC14) j "PLEASE UJAIT" : P0KE532B0 , 0 : P0KE53281 , 0 
100 F0RT”49152T051726 : READA : POKET , A : D _ D+1 : C“ C+A : NEXT ^ 

200 DATA120, 163,0, 141, 14,220, IBS, 1,141,25 

201 DATA20B, 141, 26, 200, 169,27, 141, 17, 20B, 141 

202 DATA10.2O8, 169,35, 141,20, 3, 169, 192, 141 

203 DATA21, 3, 00, 96, 255, 230, 34, 192, 169,1 

204 DATA141, 25, 208, 173, 34, 192, 200, 14, 169, 250 
206 DATA141 , 10 , 20B , 173 ,131,3,141, 22 , 200 , 76 

206 DATA129.234, 169,255, 141,34, 192, 169,0, 141 

207 DATA22.208, 169, 194, 141, 19,200,76,0, 193 f 

209 DATA162.0, 189,32,208,254,32,200,232,224 I 

209 DATA4, 208, 245, 96, 160, 0,32, BO, 192, 200 I 

210 DATA208 , 250 , 96 , 173 , 92 , 3 , 201 , 00 , 240 , 9 1 

21 1 DATA23B ,92,3,32,94,192,76,103,192,32 

212 DATA245, 20 1,96, 234, 234, 234, 234, 234, 234, 32 I 

213 DATA135, 192, 76, 49, 234, 234, 234, 234, 173, 131 I 

214 DATA3,56,233,2, 141, 131,3,201, 16, 176 I 

215 DATA02, 169, 23, 141, 131, 3, 162, 0,189, 249 I 

216 DATA6, 157, 248, 6, 232, 224, 239, 208, 245, 173 1 

217 DATA129 ,3,24,105,6,201, 106 ,144,2,169 
210 DATAO ,141,129,3, 169 , 31 , 133 , 250 ,169,7 

219 DATA133, 251, 169, 64, 133, 252, 169, 157, 133, 253 I 

220 DATA172 , 129 , 3 , 132 , 255 ,162,0, 164 , 255 , 177 

221 QATA252 ,160,0,145, 250 , 165 , 250 ,24,105,40 

222 DATA133, 250, 144, 2, 230, 251, 230, 255, 232, 224 I 

223 DATA6, 200, 230, 96, 32, 22, 193, 32, 71, 193 I 

224 DATA32 , 125 , 193 ,32,36, 194 ,32,48,194,32 

225 DATA71, 194,32,08,194,32,100,196,32,55 I 

226 0ATA198,96,234,96,32, 14, 193,76, 129, 192 I 

227 DATA32, 234, 192, 234, 234, 234, 234, 234, 173, 52 I 

220 DATA3, 201, 1,240, 10,201,2,240,20,201 I 

240,24, 169, 156,141 M 



229 DATA3 , 240 ,22,201, 

230 DATA197 , 192 , 96 , 169 , 157 , 141 , 197 , 192 ,96,169 

231 DATA15B, 141 , 197, 192,96,169, 159,141,197,192 

232 DATA96 , 169 ,0,141, 52 , 3 , 96, 173,53,3 

233 DATA201 , 255 , 240 , 4 , 230 ,53,3,96,169,0 

234 DATA141 ,53,3, 230 ,52,3,96,96,162,0 

235 DATA173 ,55,3,201,15, 240 , 15 , 173 ,55,3 

236 DATA157 ,0,216, 230 ,55,3, 232 , 224 , 39 , 208 

237 DATA235 ,96,169,1,141,55,3,76,94,193 
230 0ATA96, 173,56,3,201,5,240,4,230,56 

239 DATA3 ,96,169,0,141,56,3,32,92, 193 

240 DATA96 ,162,5, 169 , 83 , 157 ,25,5,157,56 

241 DATA5 , 157 ,69,5,157,92,5, 157 ,113,5 

242 DATA157 ,128,5, 157 ,157,5, 157 ,164,5, 202 

243 DATA20B , 227 ,96,162,5, 169 , 32 , 157 ,25,5 

244 DATA157 ,56,5,157,69,5, 157 ,92,5, 157 

245 DATA1 13,5,157,120,5,157,157,5,157,164 

246 0ATA5 , 202 , 200 , 227 ,96,162, 250 ,173,62,3 

247 DATA201 , 15 , 240 ,19,173,62,3, 157 , BO , 216 
240 DATA157 , 54 , 217 , 157 ,213,217, 238 ,62,3, 202 

249 DATA208 , 231 , 96 , 169 ,1,141,62,3,76,211 

250 0ATA193, 162, 240, 169, 67, 157, 41, 4, 157, 241 

251 DATA4 , 157 ,185,5, 157 ,78,4,157, 222 , 5 

252 DATA157 ,230,4, 138 , 56 , 233 ,40,240,3,170 

253 DATA2O0 , 227 , 96 , 162 , 0 , 1B9 , 56 , 199 , 157 , 1 

254 DATA4 , 232 ,224,38, 208 , 245 , 96 , 234 ,173,56 

255 DATA3 , 201 , 5 , 240 ,1,96,32, 209 ,193,96 

256 DATA162 ,0,173, 143 ,0,157,41,4,169,0 

257 DATA157 , 41 , 216 , 23B ,143,0, 232 , 224 , 30 , 200 
250 DATA237 , 96 , 234 , 173 , 240 ,7,201, 207 , 240 , 4 

259 DATA23B, 240, 7, 96, 169,204, 141,24B,7,96 

260 DATA173 , 1 , 200 , 201 , 220 , 240 , 7 , 238 , 1 , 200 

261 DATA234 , 234 , 234 , 96 , 234 , 234 , 234 , 234 , 234 , 234 
[ 262 DATA96 , 173 ,72,3,201,1, 240 ,25,173,0 
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330 DATA14 , 208 , 201 , SO , 240 , 4 , 238 , 14 , 208 , 86 

331 DATA169 ,2,141,73,3,88, 173 , 14 , 20B , 201 

332 DATAO , 240 , 4 , 206 , 14 , 208 ,86,32,85,187 

333 DATA169 ,3,141,73,3, 206 , 14 , 208 , 86 , 173 

334 DATA14 , 208 ,201,30, 240 , 4 , 206 , 14 , 20B , 86 

335 DATA169 ,0,141,73,3,36,162, 128 , 238 , 16 

336 0ATA208 , 202 , 208 , 250 ,36,162,128, 206 , 16 , 208 

337 DATA202 , 208 , 250 , 36 , 173 ,74,3,201,1, 240 

338 DATA17 , 173 , 15 , 208 , 201 , 60 , 240 , 4 , 206 , 15 
333 DATA20B ,86,168,1,141,74,3,36,173,15 

340 DATA20B , 201 , 120 , 240 , 4 , 238 , 15 , 208 , 36 , 163 

341 DATAO ,141,74,3,36,32, 237 ,136,32,34 

342 DATA197, 32, 145, 137,36, 173,255,7,201,211 

343 DATA240 , 4 , 238 , 255 ,7,36,163, 203 ,141, 255 

344 DATA7 , 36 ,0,246,36,4,0,0, 162,5 

345 DATA1B9 ,8,4,24,105,1,157,8,4,201 

346 DATA5B ,144,8,163,48,157,8,4, 202 , 208 

347 DATA235 , 234 ,96,160,0,185,80,4,201,32 
34B DATA208 . 23 , 185 ,34,5,201,32, 208 , 16 , 185 

349 DATA244 ,5,201,32, BOB , 9 , 200 , 132 , 220 , 208 

350 DATA230 , 32 , 245 ,193,36, 169 , 32 , 153 , BO , 4 

351 0ATA153 ,34,5, 153 , 244 , 5 , 234 , 234 , 234 , 234 

352 0ATA234, 234, 32, 168, 197,32, 130, 136,76, 195 

353 DATA197 ,173,30, BOB ,201,130, 240 ,4,32, 173 

354 DATA19B ,36,32,71,138,173,76,3,201,1 

355 DATA240 ,9,201,2, 240 ,12,201,3, 240 , 15 

356 DATA96 , 32 , 145 , 193 ,32,168,197,96,32, 177 

357 DATA133 , 32 , 168 , 197 ,36,32,133, 137 , 32 , 168 

358 DATA197 ,169,0,141,76,3, 234 , 234 , 234 , 36 

359 DATA96 ,32,251, 197 , 32 , 135 ,137,32,166,198 

360 DATA96 , 234 , 234 , 234 , 234 , 234 ,36,238,76,3 

361 DATA32, 211, 134,36,96, 162,0,183, 106,139 

362 0ATA157 ,153,4,183,37, 200 ,157,30,5,183 

363 DATA224 , 200 ,157,21,6, 232 , 224 , 187 , 208 , 233 

364 DATA96 ,162,0,189,5, 208 , 201 , 5 , 240 , 10 

365 0ATA222 , 5 , 20B , 232 , 232 , 224 , 10 , 208 , 240 , 96 

366 OATA173 ,143,0, 157 , 4 , BOB , 169 , 220 ,157,5 

367 0ATA208, 96, 107, 19B, 107, 138, 162,0,189,250 
l 368 DATA7 ,201,219, 240 , 9 , 254 , 250 , 7 , 232 , 224 

363 DATA5 , 208 , 241 ,36,169,212,157, 250 ,7,76 

370 DATA142 , 198 , 32 , 105 , 198 ,32,140, 138 , 234 , 234 

371 DATA234 , 234 , 234 , 234 ,96,162,0,221,132,3 

372 DATA240 ,17,221,142,3, 240 ,12,221, 152, 3 

373 DATA240 , 16 , 232 , 232 , 224 , 10 , BOB , 235 ,96,163 

374 DATA1, 141, 130,3,32,211, 194,96, 169,0 

375 DATA157 , 5, 208 , 32 , 168,197,32,168,197,96 

376 DATAB1 1,134, 96, 244, 247, 228,0, 16,32,0 

377 DATAO, 0,0, 32, 0,0, 0,0, 0,0 

378 DATA244 ,4,36,0,0,0,0, 132,4,20 

379 DATA247 , 0 , 255 , 236 , 255 , 223 , 254 , 255 , 255 , 25S 

380 DATA255 , 255 , 255 , 255 , 254 , 255 , 255 , 255 , 63 , 255 
3B1 DATA255 , 255,255,255 , 255 , 255 , 255 , 255 , 255 , 255 

382 DATA255 , 25S , 255 , 255 , 0 , 8 , 0 , 244 , 0 , 0 

383 DATAO, 0,192, 0,0, 0,0, 0,0,0 

384 DATAO, 0,0, 0,0, 0,0, 224, 13, 3 

3B5 DATA15 , IB , 5 , 32 , 48 , 48 , 48 , 48 , 48 , 48 

386 DATA48 , 4B , 32 ,4,18, 15 ,3,4, 22 , 15 

387 DATA9 , 4 , 32 , 50 , 32 , 2 , 25 , 32 ,6,7 
38B DATA20 , 32, 12,9,32,55,32,215,0,0 

389 DATAO , 0 , 0 , 0 , 0 , 2BB ,0,0, 32 , 32 

390 DATA32 ,32,32,67,32,32,90,32,67,67 

391 DATA67 ,32,32,67,67,67,67,32,32,67 

392 DATA67 ,32,32,67,67,67,32,67,67,67 

393 DATA32 ,32,30,32,32,67,32,32,32,32 

394 DATA32 ,32,32,32,67,32,83,32,67,32 

395 DATA32 , 67 , 32 , 67 , 32 , 32 , 96 , 32 , 67 , 32 

396 DATA32 ,67,32,32,67,32,32,67,32,32 




0 CLR: PRINTCHRSC 1471 ; TABC141 ; "PLEASE WAIT" 

100 F0RT“12BB8T0140B0 : READA : POKET , A: D-D+l : OC+A : NEXT 
110 FORT-4OOOOTO41O05 : READA : POKET , A : D-D+l : OC+A : NEXT 

000 DATAO, 0,0, 0,0, 0,0, 0,40, 104 

001 DATA1O0, 106, 110,100, 100,0,40, 104, 100,106 
000 DATA11B ,100,106,0,60,106,100,06,06,118 

003 DATA60.O, 100, 108, 118, 118, 110, 100, 100,0 1 

004 DATA106, 118,06,104,06,110,106,0,106,118 

005 DATA06, 104, 100, 112, 110,0,60, 118,96, 110 I 

006 DATA118, 106, 60, 0,108, 110, 110, 126, 100, 118 I 

207 DAT A118 , 0 , 104 , 56 , 04 , 28 , 08 , 30 , 60 , 0 I 

208 DATA62 ,30,28, 12,108, 120,56,0,110,108 

000 DATA124, 110, 124, 10B, 110, 0,06, 06, 112,110 ff 

210 DATA110, 124, 60, 0,54, 110, 127, 107, 119, 119 V 

211 DATA119, 0,54, 116, 122, 126, 111, 119, 119,0 I 

010 DATA62, 103, 115, 119, 103, 115, 60, 0,126, 103 I 

213 DATA115, 106, 96, 110, 110, 0,60, 103, 115, 115 I 

014 DATA115, 62, 15, 0,126, 115, 103, 126, 124, 102 I 

015 DATA103 , 0 , 62 ,115,07, 62 , 67 , 103 , 62 , 0 

216 DATA1E7 , 60 , 24 , 24 , 20 , 20 , 20 ,0, 103, 103 ^ 

017 DATA71, 103, 102, 126, 60, 0,103, 103, 103, 71 
818 OATA1O0, 62, 08, 0,119, 110, 107, 107, 107, 119 
219 DATA54, 0,103, 119, 62, 08, 60, 119, 103,0 / 

020 DATA115 , 51 , 62 , 04, 04 , 08 ,88,0, 126 , 15 M 

021 DATA10, 04, 48, 107, 63, 0,60, 0,48, 48 M 

222 DATA48, 48, 60, 0,10, 2, 48, 124,48,98 ■ 

203 DATA252 , 0 , 60 ,4,12,18,18, 18,60 , 0 M 

024 DATAO, 0,60, 186, 04, 24, 04, 24, 0,0 M 

005 DATA4B, 127, 107, 48, 16, 0,64, 0,0,1 M 

206 DATAO, 0,0, 16, 24, 0,04, 24, 0,0 M 

007 DATA04, 0,055, 6, 100,0,0,0,0,0 M 

028 DATA1O0, 6, 255, 100, 255, 100, 100, 0,04, 6 I 

029 DATA06 , 60 , 6 , 104, 24 , 0 , 90 ,6,18, 24 % 

230 DATA4B, 100, 70, 0,60, 6, 60, 56, 103, 100 » 

031 DATA63 ,0,6,4, 24 , 0 , 0 , 0 , 0 , 0 * 

230 DATA12, 0,40, 48, 40, 04, 10, 0,48,0 * 

233 DATA12, 12, 10,04, 48, 0,0, 6, 60, 055 1 

234 DATA60, 102, 0,0, 0,0, 04, 106, 04, 24 1 

835 DATAO, 0,0, 0,0, 0,0, 24, 24, 4B 1 

036 DATAO, 0,0, 106, 0,0, 0,0, 0,0 1 

237 DATAO, 0,0, 04, 04, 0,0, 0,6, 10 

238 DATAB4, 48, 96, 0,60, 6, 110, 110, 102, 102 % 

239 DATA60, 0,24, 0,56, 24, 24, 24, 106,0 % 

040 DATA60 ,6,6,12,40,96,186,0, 60 , 6 % 

041 DATA6, 28, 6, 102, 60, 0,6, 6, 30, 102 % 

040 DATA 107 ,6,6,0, 106, 0 , 104 ,6,6, 100 % 

043 DATA60, 0,60, 6, 96, 124, 100, 100, 60,0 % 

044 DATA126 ,6,12, 04 , 04 , 24, 24,0, 60 , 6 » 

245 DATA102, 60, 100, 100,60,0,60,6, 102,60 % 

246 DATA6, 102, 60, 0,0, 0,24, 0,0, 04 % 

247 DATAO, 0,0, 0,24, 0,0, 24, 04, 40 % 

248 DATA14 , 0 , 48 , 96 , 40, 04,14,0,0,0 1 

049 DATA126 , 0 , 126 ,0,0,0,118, 24 ,12,6 I 

050 DATA10, 04, 110, 0,60, 108,6, 18,24,0 

051 DATA04, 0,0, 0,0, 255, 055, 0,0,0 

250 DATA5 ,21,05,05, 255 , 055 ,191,170, 055 , 255 

053 DATA2S5 , 85 , 055 , 055 , 254 ,170,100,60, 156 , 22 I 

254 DATA10O ,60,156,00,60,60,40,40,20,21 

255 DATA05, 85, 15, 15, 60, 58, 60, 15, 15,3 I 

056 DATA240, 240, 180, 170, IBB, 050, 040, 192,0,0 1 

057 DATAO, 0,0, 40, 170, 170, 0,0, 51, 10 ■ 

050 DATA5B, 05, 009, 85, 3, 004, 55, 017, 101, 101 ■ 

259 DATA149, 05, 00, 85, 119, 89, 101, 101, 85, 85 1 

060 DATAO, 80, 116, B9, 101, 101, 85, 05, 0,0 ■ 

061 DATA12, 040, 83, 92, 07, 07, 95, 85, 85, 85 1 

060 DATAB5 , 85 , 85, 05 ,2,2,10,10, 42 , 42 1 

263 DATA170, 170, 170, 170, 170, 170, 170, 170, 170, 170 1 -- 

264 DATA170, 170, 169, 169, 165, 165, 149, 149, 05,05 1 

065 DATA85, 05, 85, 85, 85, 85, 05, 85, 84, 84 1 
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From KJC Games, Britain's leading PBM CO. 

AN OFFER YOU CANT REFUSE! 

ABSOLUTELY FREE 

TRY A FREE TRIAL IN THE WORLDS MOST 
POPULAR P LAY-BY-MAIL GAME. 

ITS A CRIME! 

All you need to do is send us your name and address and we'll send you a rulebook, start position in a new game, 
and credit for your first two moves. If you enjoy the game, and we think you will, you can continue playing It’s a 
Crime! for the incredibly low price of only 62.5p a turn. 

THE SETTING 

The game is set in New York City in the late 1 990's. You role-play the part of a gangleader who controls a group of 
misguided youths. The city has severely deteriorated. The brave citizens who remain are now in a life and death 
struggle with the ever increasing number of drug-crazed street gangs. The New York Police Department is 
severely undermanned. 

Your main goal is to become a very powerful gang. This is measured by building your gangs turf into one of the 
largest and by becoming one of the richest, toughest, and most notorious gangs in the city. This will allow you to 
enter the MOB, and maybe later, become the Godfather. 

On a typical turn you could send your Pros. Punks and 'Cruits out to take over a couple of city blocks and ambush 
an enemy gang, rob or firebomb a building, buy and sell drugs, have yourselves a party, terrorize the residents, 
and much more. 

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR 
FREE TRIAL OF ITS A CRIME! THE WORLDS MOST POPULAR 
PLAY-BY-MAIL GAME. 

WRITE TO: 

KJC GAMES, 

PO BOX 1 1 , CLEVELEYS, BLACKPOOL, LANCS FYS 2UL. 
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jjjv 1 Computer: Spectrum 

Supplier: US Gold (Accolade) !j*y 

VX Price: £9.99 
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6 Central Street 
Manchester • M2 5NS 




Three games for 
® the price of one!! 
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The presentation of thisgan 
has nice cartoon graphic 



Computer: C64 
Supplier: Broderbund 

Price: £1.99 






ie program allows you to take 
control of any team (there are 20 
listed In two data statements, but 
they can be changed). You work 
through the competition until you 
lose a match or, of course, win the 

When the program is run, you 
select either a novice, amateur or 
professional manager. The menu is 
then displayed. From this the user 
must first select a team out of the 
20. They can then either enter the 
players' names (20 in all) or play the 
next round. If they don't enter the 
names then they are set up to be 
Goalkeeper, Defender I. Defender 2, 
Defender 3. Midfield I. etc. The 
names, if not already entered, can be 
entered any time throughout the 
program, A list of your squad can be 
seen via option 3 in the menu. 

When option 6 is selected, the 
next round is played. The opposition 
is selected at random, although the 
program stores the names of each 
opposition, so they cannot be 
replayed in that particular 
competition. The user must then 
pick his team — II players and 4 
subs — from the squad. The game is 
then played through, displaying the 
minutes and the current score. At 
any time in the game a sub can be 
brought on (2 maximum). At half- 
time and full-time a report of the 
game is given and a list of scorers 
can be shown if desired. A newsflash 




Is also displayed at the end of the 
match showing which team has won 
(if any). 

If after full-time the match is 
drawn, a replay will be played (or 

ends In a draw there is a replay). 
After a win, the team carries onto 
the next round, eventually the final! 



player f 



cored and as mentioned 
ir the squad's names if 
not already done so, and of course 

The result of each match is 
dependent on which players the user 
selects for each particular match. 
Each player is given a rating of I to 
5 before any match and the higher 
the value of each player picked the 
more likely it is that goals will be 
scored. Their form goes up and 
down after each match. 
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) : NEXT : FORI 2=1 TOl 1 2 AX ( IX) =0: NEXT: RESTO 
RE130: FORI7.-1TO20: READAS < IX) : NEXT:CX=0 
: p=FALSE: B7.-1 : RX-1 : F=FALSE: ENDPROC 
170 DEFPROCa : PROCd <10,2,131,130,1,"S 
ELECT TEAM " ) 

180 yX=6: JX-1 : REPEAT A*=CHR* < JX+64) +" 
) ,, +A*<JX>+STRING*<2B-LENA*<JX) , " "):P 
ROCd<8,yX,129,0,0,A*) : I FJ 7.=5DRJ 7.= 1 0QRJ 
X= 1 50R J 7.=20 yX=4 : PRQCb 

1 90 yX=yX+2: JX-J7.+ 1 : UNTILJX=21 : GOTOl 

80 

200 DEFPROCb : PROCd <10,18,131,130,1," 
SELECT TEAM "> :PROCd <2,20, 131, 130, 1 , " 
OR PRESS < RETURN > FOR MORE "> 

210 C7.=GET:C7.=C7.-64: IF CX>0 AND CX<2 
1 p=TRUE: SOUND1 , — 15, 150,2:PROCB ELSE I 
F CX=-51 ENDPROC 

220 SOUND1 ,—15, 150,2: GOTO210 
230 DEFPROCO : CLS : PROCd < 1 0 . 1,135, 132, 
1," Team Selector "):IX=0 

240 IX=IX+IsIFIX>9 NX=1 ELSE NX-2 
250 A*= "Player": PROCU : PR I NT ; CHR* 1 30; 

" ":IF IX<20 BOTO240 

260 VDU23; 1 1 ,255:0; 0; 0: IX=0: REPEAT IX 

270 PRINTTAB ( 18, IX+3) ; " " : jn 

PUTT AB < 1 8 , 1 X+3 1 “ " B* < IX ) : I FLENB* < I X) >9 
SOUND 1,-15,150,2: BOTO270 

280 1FB* < IX) = " "SOUND 1 ,-15, 150,2:BOTD 
2X0 ELSE UNIILIX-20 

290 VDU23; 1 1 ,0; 0; 0; 0: ENDPROC 
300 DEFPROCU: PRINTTAB (2, IX+3) ; CHR* 12 
9CHR*157CHR*131;A*;SPCNX; IX; " ";CHR*1 

56; : ENDPROC 

310 DEFPROCP :PRINTTAB<0,6> ; CHR* 1 3 1 CH 
R*157CHR*129; "On-field players Su 

bst i tut es " ; CHR*1 56 : FOR I X.= 1 TO 1 1 : PR1 NT 
TAB < 1 , 1 7. +7 ) ; CHR* 1 30; : I F I X< 1 0PRINT ; " " ; 
IX; ELSEPRINT ; IX; 

320 PRINT;") " ; CHR*134; B* <AX < IX));" < 

“ 5 EX < AX. < I X ) ) ; " ) " : NEXT : FOR I X= 1 T04 : PR I NT 
TAB (21 , IX+7) ; CHR* 130; 17.;")"; CHR* 1 34 ; B* 

< AX. < IX+1 1 > ) ; '■ < “ ; EX < AX (IX.+1 1 ));">": NEX 
T: ENDPROC 

330 DEFPROCX : PROCV: CLS: PRDCG: PROCD: P 
ROCE : PROCC : PROC J : SOUND 1,-15,150,5: N7.= 1 
: REPEAT IF HX>9 NX.=0 

340 PRINTTAB <19, 15); CHR* 1 29CHR* 1 57CH 

R* 131; "Minutes gone : 

CHR* 1 56: PROCQ : cX=0 

350 cX=cX+l: IFRND (2000) =105 FX-FX+l : 
DX <U7.) =HX: UX-UX+l : PROCC 

360 IFRND(TX> = 105 EX-EX+l :BX <QX)=HX: 
PROCW: QX-QX+ 1 : PROCC 





370 IFINKEY-82 PROCh: PROCD 
380 IFcX<50GQTO350 

390 HX-H7.+ 1 : UNT I LHX >B7. : I FG7.=30 E=FAL 
SE 

400 I FGX— 45 E=TRUE 
410 IFGX-90 E=FALSE 
420 PROCi :END 

430 DEFPROCE: PROCd <2,8, 134, 0,0, A* <CX 
) > : PROCd < 2 , 1 1 , 1 34 , 0 , 0 , A* < DX > ) : ENDPROC 
440 DEFPROCC: PROCd <25,8, 130,0,0,STR* 
<EX) ) : PROCd (25, 1 1 , 130,0,0,STR* <F7.) ) : EN 
DPROC 

450 DEFPROCJ : PR I NTT AB ( 0 , 1 5 ) ; CHR* 1 29C 
HR*157CHR*131;C*; " "; CHR* 156: ENDPROC 

460 DEFPROCi :SOUNDl ,-15, 140,5: TIME=0 
: REREATUNT I LTIME >70 : 1 F E=TRUE SOUND 1 , - 
15, 140,20:CLS ELSE SOUND1 ,-15, 140,5: TI 
ME=0: REPEATUNT I LT I ME>70 : SOUND 1,-15,140 
,15: CLS: *FX15 

470 PROCB: IF E=TRUE A*="HALF TIME RE 
PORT “ELSE A*="FULL TIME REPORT " 

480 PROCd <8, 4, 131, 129,1, A*): PROCE: PR 
OCC: AX=1 : PRINTTAB (4 , 10) ; : IFBX < 1 ) =0BOTO 
500 

490 PRINT; BX (AX) ; S :AX=AX.+ 1: IFBX <AX> = 
0 BOTO500 ELSE PRINT; BOTO490 

500 AX=1 : PRINTTAB <4, 13) ; : IFD7. < 1 > =0SO 
TO520 

510 PR I NT ; DX < AX ) ; : A7.-A7.+ 1 : 1 FDX < AX ) =0 
GOTO520 ELSE PRINT; :GOTO510 
520 c*="Press"+CHR*131+" 1 "+CHR*130+" 
to list scorers or ":PROCA: PROCd (XX-l , 1 
B,130,0,0,c*> :c*="C"+CHR*130+"to conti 
nue" :PROCA: PROCd < XX-l ,20, 131,0,0,c*> 

530 A—BET : IFA=49PR0Ce: GOTO470 
540 IFA—67 AND E-TRUE GOTO570 
550 I FA-67 AND E-FALSE GOTOl 210 
560 SOUND1 ,-15, 150,2:GOTO530 
570 HX— 45: C*= "2nd half " : GX-90: PROCX 
580 DEFPROCe : T FBX < 1 ) — 0 6OTO530 ELSE 
FORI X=7 T023: PR INTT AB < 0 , I X ) ; SPC40 ; : NEX 
T: PRINTTAB <0, 8) ; :VDU129, 157, 131: PRINT; 
"Name of Hot Shot Minute scored 
CHR*156: AX—1 

590 IFBX (AX) >9 NX-0 ELSE NX=1 
600 PRINTTAB <5, AX+9) :C*(AX.) ;TAB<24) ; j 
SPCNX; BX <AX) : IFBX (AX+1 ) =0 6OTO610 ELSE 
AX-AX+l : BOTO590 

610 PRINTTABI2, 23) ;CHR*129; "Press S 
PACE’ to return to report " : REPEATUNT I L 
GET-32: CLS: ENDPROC 

620 DEF PROCh: IFKX.-2S0UND1 ,-15,50, 2:E 

Ndproc 

630 F0RIX.-3T023: PRINTTAB (0, IX.) ;SPC40 



j 




"+STR*(BX> : IF B7.=6 B*="Quarter-f inal 
" ELSE IF B7.=7 B*="Semi Final "ELSE I 
B7.=B B*="Final" 

770 c*=c*+BJ+" " : PROCA: PRDCd ( XV.— 3 , 

,131,129,1 ,c*) : IFKX>2 PRINTTAB (2, IB) : 
HR*134; "Press S’ to bring on a subst 
t i te " : ENDPROC ELSE ENDPROC 

780 DEFPROCB : PRQC1 : CLS : PROCK : PROCg 
*ROCd (7,2,130, 135, 1 , "The F.A Cl 
" ) : RESTORE920: Y7.=5:n7.=l : REPEf 
: PROCd (0,Y7.,131 ,0,0, t#*" "+STR: 
-LENt*> , 11 . ">+" "+STR*<nX> > ;*FX: 



; : NEXT : PROCP: *FX15, 1 

640 PRINTTAB (0,22) ; CHRS134; "Number o 
f PLAYER to be removed : " INPUTT 

AB ( 34 , 22)-" " a"/.: I Fa7.< 0ORa7. >1 1 S0UND1 ,-15, 
50,2: GOTO640 

650 IFa7.=0 GOTO680 ELSE PRINTTAB(0,2 
2) ;SPC39: PRINTTAB (0,22) ;CHR*134; "Numbe 
r of SUB to replace ; B* ( AX (aX> > ; TAB <0 
,23) ;CHR*134: " 

660 INF'UTTAB (3,23) bX: IFb7.< 10Rb7.>4PRI 
NTTABI3, 23) ;SPC35; : SOUND 1 , -15,50, 2:6QT 
0660 

670 PRINTTAB (0,22) ;SPC78: PRINTTAB (0 , 
21) ;CHR*131; B*(A7.(bX+ll > ) ; " has replac 
ed " ; BS(A7. (a7.) I : 07.=A7. (a7.) : P7.=A7. ( b7.+ 1 1 ) 
:a*=B*(OX> :b*=B*(P7.) : B* (07.) =b#: B* (P7.) = 
a* : c7.=F7. (07.) : F7. (07.) =F7. (P7.) : F7. (P7.) =c7.: c 
7.=E7.(07.) :E7.(07.)=E7.(P%> :EX(P7.>=cX:K7.=KX 
-1 : PROCR 

680 F0RI7.=3TD23: PRINTTAB (0, 17.) ;SP 

C40: : NEXT : PROCD: PROCE: PROCC: PROCJ : PRIN 
TTAB12, IB) ;CHR*134: “Press ’S' to bring 
on a substitute" : PROCE: PROCC: PROCJ : EN 
DPROC 



READt: 



IFA>0 



810 REPEAT A=BET : 
=A: 6010830 
820 1FAO-35 VDl 



10810 ELSE G0T08 



iUE AND F=FALSE SOU 
: TRUE: PROCO ELSE IF 



B50 IFO— 2 AND p= 

ND1 ,-15, 150,2: CLS: 

0=2 GOT 08 10 
860 IF0=3 AND p= 

2 : CLS : PROCL : PROCR ELSE II 
870 IF 0=4 ANI ’ 

,2: PROCM ELSE II 
880 IF 0=5 ANL 
,2: PROCN ELSE IF 0=5 GOTOB10 
890 IF 0=6 AND p=TRUE S0UND1 
,2: CLS: PROCI ELSE IT 
900 IF 0=7 SOUND 1 



G0TO81I 



GUT0811 



15,150, 2: CLS: PROC 



910 IFO>0 ANDO< B CLS:GOTO790 ELSE 
TO810 

920 DATA SELECT TEAT 
EW SQUAD, VIEW RESULTS, 

Y NEXT ROUND, QUIT 

930 DEFPROCR: PRINTTAB (6,23) ; CHR$131 ; 
"Press SPACE to conti nue" : REPEATUNTI 
LGET=32: ENDPROC 

940 DEFPROCc : FOR 1 7.=5T023 : PR I NTTAB ( 0 , 
IX) ; SPC40; : NEXT: ENDPROC 
950 DEFPROCL: 



, SELECT SQUAD, VI 
)IEW SCORERS, PLA 



.:c*=A*(CX>+" s Full Squa 
)Cd (X7.-3, 0,129, 131 ,l,c*>: 

! CHR* 129CHR*157CHR*131 ; SP 
(31 ,2) ; "Form"; :F0RIX.=1T02 
I7.+2) ; CHRS 130; s IFIX<10PRI 



PRINTTAB (0,2) 



0: PRINTTAB i , 

NT;" "; IX; ELSEPRINT; II 
960 PRINT; “)";CHR*i; 

I X+2 ) ; STR I NG* ( EX ( IX ) , I 
PROC 

970 DEFPROCJEB: 1X=0 
980 IX=IX+1 : AX ( IX) =0: IFIX<20 GOTO980 
ELSE GOTO990 

990 CLS: PROCG: PROCD: PRINTTAB (2, 18) ;S 
PC38:PR0CH: IF C=TRUE PROCY 

GOTO 107 



» ; TAB (30, 

! NEXT -.END 



690 DEFPROCm: PROCP 

700 PRINTTAB (5,22) ; CHR$131 ; " Is this 
squad O.K boss : A=GET: IFA=78 J=TRUE 
ELSE I FA=89 J =FALSE : ENDPROC 
710 VDU7 : 6OTO700 

720 DEFPR0Cd(a,b,V7.,WX,bX,Z*> :a*=CHR 
*141+CHR*VX: IFbX=l a*=a*+CHR#157+CHR*W 



1 ELSE PROCY : I X=0 
=0: IFIX<20 GOTO101 



1000 IFM7.<1 
1010 1 7.= 17.-' 

0 ELSE GOTO 1030 
1020 PROC 2 
1030 CLS: PROCL :MX=1 
1040 PRINTTAB(0,23) ;CHR*133; 
0 BE PICKED : " : INPUTT AB (23,7 
S7. >0ANDS7.< 2 1 GOTO 1 060 
1050 PRINTTAB (23,23) ;SPC16; : 



730 GDSUB740: b=b+l : GOSUB740: ENDPROC 
740 PRINTTAB ( a ,b) ; a? ; Z$; : IFbX=l VDU1 
56: RETURN ELSE RETURN 

750 DEFPROCG:p$=A*(CX>+“ Team Manage 
r " : c*=p* : PROCA: PROCd ( XX-3 ,1,129,131, 
l,p*>: ENDPROC 



: VDU7 : GOTO 



1040 

1060 I X=0 

1070 1 7.= 1 7.+ 1 : IF AX(IX)=SX VDU7:GOTO10 

1080 IFIX< 15GOTO1070 

1090 IFMX-K11 A*="P" ELSE A*="S" 

1 100 SOUND 1 ,-15,150,2:AX(MX)=SX:PRINT 
TAB(0,A7.(MX>+2) ; A*: PRINTTAB (23,23) ;SPC 
3; :M7.=MX+1 : IFM7.< 16GOTO1040 
1110 BQTO990 

1120 DEFPROCA: XX= ( 40-LENc* ) /2: ENDPROC 
1130 DEFPROCY : RESTORE1 150: FORLX=l T02 
: READc* , YX : PROCA : PROCd ( XX- 2 , YX , 1 30 , 0 , 0 
,c») : NEXTLX: REPEATAX=GET : IFAX=80 B0T09 
0 ELSE IF AX=67 AND C=FALSE ENDPROC 
1140 VDU7 : UNT I LFALSE 

1150 DATA Press - P’ to continue, 18, or 
‘C to re-enter team, 20 
1160 DEFPRQCW 

1 1 70 aX— RND ( 19) +1 s a*=B* (aX) : IX=0 
1180 IX=IX+1 : IF aX=AX(IX) C*(OX)=a*:D 
* (RX) =a»: R7.=R7.+ 1 : ENDPROC 
1190 IFIX=1 1 BOTO1170 ELSE BOTO1180 
1200 SOTO 1170 

1210 CLS:c*="*** NEWS FLASH «** ":PR 
OCA: PROCd (XX-3,B, 129,131,1 ,c*> :c*=A*(C 
X) +" "+STR* (EX) :PR0Cd(5, 11,134,0,0,0*) 
:c*=A*(DX>+" " +STR* (FX) : PROCd (5, 13,134 
,0,0,c*> :FOR17.=1TO20:C*(IX>=" " : NEXT 
1 220 C=F ALSE : D=F ALSE : c *=A* ( CX ) : B=FALS 
E: IF EX<FX c*=A*(DX> : G=TRUE ELSE IF EX 
— FX OR EX=FX AND BX=30 c*=" There will 
be a replay" : D=TRUE 
1230 IF EX=FX AND BX=8 AND B7.O30 c*= 
"There will be a extra t i me " : C=TRUE : D= 
FALSE 

1240 PROCA : PROCd ( X X-3 ,17,130,0,0,0*): 
IFE7.=F7. GOTO 1280 
1250 IF EX>FX AND BX=8 PROCS 
1260 c*="are through to round "+STR*( 
BX+1):IF BX+ 1=6 c*="are through to the 

e through to the Semi Finals" ELSE IF 
BX+1=8 c$="are through to the F.A Cup 
Final ! " 

1 270 PROCA: PROCd ( XX-3 ,19,130,0,0,0*) 
1280 CX( 1 ,BX)=EX: CX (2,BX) =FX: IF C=TRU 
E PROCj ELSE IF D=TRUE C7.(4,BX)=1 
1290 A=INKEY700:B7.=B7.+ 1: IF G=TRUE PRO 
Ck 

1300 IF D=TRUE BX=BX— 1 : PROCT 
1310 PROCB 
1320 DEFPR0C1 

1330 DX=RND(20> : IF D7.=CX GOTO1330 
1340 F0RIX=1 T08: IF DX=BX(IX) GOTO 133 
0 ELSE NEXT:CX(3,BX>=DX:GX(BX>=DX:ENDP 
ROC 

1350 DEFPROCk : CLS : c*= " YOU ARE OUT OF 
THE F.A CUP PROCA: PROCd (XX— 3, 10, 129 
,131,1 ,c*> : 1=INKEY400: END 
1360 DEFPROCM: PROCc: c*=A* <CX> + “ s res 
ul t s " : PROCA : PROCd < XX-3 , 4 , 1 30 , 1 35 , 1 , c 

PROCA: PRINTTAB ( XX, 9) ;c*: PROCR: PROCB 

1370 F0RI7.=1 T0B7.-l:a*=“ ":b*= 

" Round "+STR*(IX>+" ":IF I7.=6 b*=" Qu 
arter Final " ELSE IF IX=7 b*=" Semi F 
inal "ELSE IF IX=8 b*=" F.A Cup Final 

1 3B0 c*=a*+b*+a* : PROCA: PRINTTAB ( XX-3 , 
8) ;CHR*129CHR*157CHR*131;c*; " " ;CHR*1 



56: a*=A*(CX> : b*=A* (CX (3, IX) > :c*=a*+STR 
ING* ( 17-LENa* , " . " ) +STR* (CX ( 1 , IX) > + “ 
"+b*+STRING* ( 17-LENb*, " . " > +STRS (CX (2,1 
7.) > : PROCA: PRINTTAB (0, 10) : c* 

1390 IF C7.(4,IX) = 1 c*="After a replay 
" : PROCA: PRINTTAB (XX, 12) ;c* 

1400 A=GET : FOR A7.=8T023 : PR I NTTAB ( 0 , AX ) 

: SPC40 : : NEXT , : ENDPROC 
1410 DEFPROCT : PROCg : PROCK : PROCI : PROCB 
1420 DEFPROCN: IX=0 

1430 IX=IX+1:F7.(IX>=0: IFI7.<20GOTO1430 
1440 CLS:c*=A*(CX>+" s leading scorer 
s “: PROCA: PROCd (XX-3,0, 129, 131 , 1 ,c*> : 
AX.=l:c*=" Compiling data ...": PROCA: PRO 
Cd(XX.-2, 10, 130,0,0,c*> 

1460 IF B*(AX>=D$<IX> FX (AX) -FX (AX) +1 
1470 IX=IX+1: IFIX<101GOTO1460 
1 480 AX=AX.+ 1 : I F AX< 2 1 GOTO 1 4 50 
1490 PRINTTAB (0, 10) ;SPC39: PRINTTAB (0, 
1 1 ) ;SPC39:PRINTTAB<0,2> ; CHR» 129CHR#157 
CHRS131;" Name of PI ayer " ; TAB ( 20) ; "Num 
ber of goal s" : FORI X=1 TO20: PRINTTAB (4,1 
X+2) ; CHRJ1 34; B* ( IX) ; TAB (21 ) ; STRING* (FX 
( IX) ,CHR*255> : NEXT : PROCR : ENDPROC 
1500 DEFPROCj: I=INKEY400: C*— "Extra ti 
me": G7.=30 : CX ( 4 , 8 ) =2 : PROC I : PROCB 
1510 DEFPROCS : c*= " ha ve won the F.A Cu 
p ! 1 1 ! " : PROCA: PROCd (XX— 1 ,19, 130,0,0,c* 
) :FORA7.=1TO3:FORIX=1TO180STEP5:SOUND1 , 
-15, IX, 1 :S0UND2,-15, IX, 1 :NEXT: F0RIX=18 
0TO1 STEP-5 : SOUND 1 , -1 5 , I X , 1 : S0UND2 ,-15, 
I X , 1 : NEX T : NEXT : END 

1 520 DEFPROCH: c*=A* (CX) : PROCA: PROCd ( X 
X-2, B, 135, 0, 0. c*) :c*=A*(DX> :PROCA:PROC 
d (XX-2, 12, 135,0,0 ,c*) : F’ROCd (17,10, 135, 
0,0, "v") :ENDPROC 

1530 DEFPROCF : IX.=0: REPEATIX.= IX.+1 : CX. (4 
, IX) =0: UNTILI7.=B: CX=0: p=FALSE: BX=1 : RX= 
1 : F=FALSE: ENDPROC 

1540 DEFPRDCZ:c*=" PRESS SPACE TO CONT 
INUE " : PROCA: PROCd ( XX-1 , 20 , 130 , 0, 0 , c* > : 
REPEATUNT I LGET =32: ENDPROC 
1550 DEFPROCV: CLS: a=KX: KX=1 : PROCD: KX= 
a : PROCH : PROCZ : ENDPROC 
1 560 DEFPROCg: FOR IX.=1TO20: EX. ( IX) =RND ( 
5) : NEXT: ENDPROC 

1570 DEFPROCO: tX=0: F0RIX=1T01 1 : tX=tX+ 
EX (AX ( IX) > : NEXT : TX=ski 11X— (tX*3B) :ENDP 
ROC 

1580 DEFPROCf :c*="Quit ( Y/N) ": PROCA: P 
ROCd (XX— 1 , 10, 130, 0,0, c*) 

1590 A=GET:IF A=89 CLS: END ELSE IF A= 
78 CLS: GOTO 790 ELSE VDU7: GOTO 1590 
1600 DEFPROCSK I LL : c*= "The F.A Cup Tra 
i 1 " : PROC A : PROCd (XX-3, 5, 130, 135, l,c*) 
:GX=9: RESTORE 1630:FOR KX.=1T03: READ a* 
:c*=STR*K7.+ ") "+a*: PROCd (B,CX, 131 , 0 ,0, 
c*> :CX.=CX+2:NEXT:c*="Select skill leve 
1 ": PROCA: PROCd ( XX- 1 , 1 7 , 1 29 , 0 , 0 , c* ) 

1610 A=GET:A=A-48: IF A<1 OR A>3 THEN 
GOTO1610 ELSE PROCd (8,9+ ( (A-l ) *2) , 134, 

0 , 0 , " " ) : c*= " " +CHR* 1 30+ " Press SPACEB 

AR to enter menu"+CHR*131+" ": PROCA: 

PROCd (0,21,131,0,0,c*> 

1 620 PROCCAL : REPEATUNT I LGET=32 : ENDPRO 
C 

1630 DATA Novice, Amateur , Prof essional 
1640 DEFPROCCAL: IF A=1 skiUX=2500 EL 
SE IF A=2 ski 1 1X=3000 ELSE skillX=3500 
1650 ENDPROC 
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quiz and you could win 
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games and a sweatshirt. 
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GAMER RULES OK 

All Gamer competitions share the same 
basic rules but check for additional 
requirements after reading this. 

1 ) Each competition is open to all Computer Gamer 
readers except employees of Argus Press Group, the 
participating company and the printers and distributors 
of both companies. 

2) All entries must be on the correct form — 
photocopies are unacceptable and will be disqualified. 
Multiple entries are allowed but, again, must be on 
the appropriate form. 

3) Prizes will be awarded to those entries judged by the 
editor to be correct on the specified date. 

4) The editor's decision is final and no correspondence 
will be entered Into regarding it. 

5) The entry instructions form part of the rules. 

6) All entries become the property of Argus Specialist 
Publications Ltd unless otherwise indicated. 

7) The rules form the conditions of entry. 



fj We always pay excellent rates for W 

\ program submissions from our readers. If V> 
I, you think your game is good enough, 

I; please send it to our editorial address for j 
•assessment. 

tiMark your envelope PROGRAM 
\ SUBMISSIONS. 



.1 Computer Gamer is a monthly magazine aooearinv on l?.« 



:h Friday of each month. 



O Subscription rates upon application to: Computer 
>j Gamer Subscriptions Department, Infonet Ltd, Times 
^ House, 179 The Marlowes, Hemel Hempstead, Herts 
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l| intellectual property rights, and by virtue of 
r international copyright conventions arc specifically 
reserved Co Argus Specialist Publications Limited and 
X any reproduction requires the prior written consent of 
“the company, @ 1987 Argus Specialist Puhiie.»inn. 

N Limited. 
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Mario Bros. from Nintendo for your 
home computer! Freer the arcade original 

SPECTRU M f ir,bal1 *' Sidutepper, Skellereopar and Fighterfly. Rip 

a a • those P»»« and kick ’em off the pipes, but don't lose your footing on 
V % those slippery fleers. Play as a team or against each other; either my 
* you're in for a scream with Marie end luigi - the MARIO BROS. 
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£ 8.95 



